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1 UNO Spin™ Wheel

112 cards as follows:
19 Blue cards -0 to 9 (includes 5 Gpin Cards #1-5)
19 Green cards - 010 9 {includes 5 Spin Cards #1-5)
19 Red cards - 0to 3 (includes 5 Spin Cards #1-5)
19 Yellow cards - 0to 9 (includes 5 Spin Cards #1-5)
8 Draw Two cards - 2 cach in blug, green, rad and yellow
8 Reverse cards - 2 sach in blug, graen, rad and yellow
8 Skip cards - 2 ach in blug, green, red and yellow
4 Wild cards
4 Wild Draw Four Cards
4 Wheel Reference Cards

OBJECT OF THE GAME

Be the first player to score 500 points. Points are scorad by gatting rid of all the cards
inyour hand before your opponent(s). You score points for cards laft in your
apponents' hands.

SETUP

Place the Whesal Referance cards nearby; these will help you identify the icons on the
whael whanaver it is spun.

Each player draws a card.

The parson who draws the highest numbear deals.

Onee the cards are shuffled sach player is dealt 7 cards.

Theremaindar of the dack is placed facedown in the center of the wheal toform a
DRAW pile.

Thetop card of the DRAW pils is turned over to begin a DISCARD pile, alsoin the
center of the whasl.

LET'S PLAY
The person to the left of the dealer starts play.

The player taking their turn has to match the card on the DISCARD pile, either by
number, color or symbol. For example, if the card isa red 7, the player must put
down a red card or any color 7. Alternatively, the player can put down a Wild card
{Sea FUNCTIONS OF ACTIOMN CARDS).

If a NUMBER CARD playead featuras a swirling pattarn, this is a Spin card and tha
special rule appliss (see SPIN CARDS).

If the player dossn't have a card to match the one on the DISCARD pile, thay must
taks a card from the DRAW pile. If the card pickad up can be playad, the player is fres
to put it down in the same turn. Otherwise, play moves on to the naxt personin turn,

Players may choose not to play a playabls card from their hand. If so, the player must
draw a card from the DRAW pils. If playable, the card just drawn can be playad
immediately, but that player may nct play a card that was already in their hand prior
tothe draw



FUNTIONS OF THE ACTION CARDS

Draw Two Card -YWhean this card is playead, the naxt person to play
must draw 2 cards and miss thair turn. This card can only b played
on matching colors and cther Draw Two cards. If turned up at the
beginning of play, the same rule applies.

Reverse Card - Reversas direction of play. Play changeas diraction to
theright, and vice versa. The card may only be played on a
matching color or on another Reverse card. If this card is turnad up
at the beginning of play, the dealar goes first, and then play moves
to the right instead of the laft.

Skip Card - The naxt player in turn after this card has baen playad
loses theirturn and is "skippad " The card may only be playad on a
matching color or on another Skip card. If & Skip card is turnad up
at the beginning of play, the player tothe left of the dealer is
"skippad," hence the player to the left of that player commencas
play.

Wild Card - Tha person playing this card calls for any color to
continug the play, including the ona currently being playead, if so
dasired. & Wild card can be playad at any time - even if the player
has another playable card in their hand. If 2 Wild card isturnad up
at the beginning of play, the person tothe left of the dealar
datermines the color, which continues play.

Wild Draw Four Card - This card allows you to call the next color
playad and requires the next plaver to draw 4 cards from the DRAWY
pile and forfeit their turn. If turned up at the baginning of play,
raturn this card to the dack and pick another card. Note: This card
may only be played when the player holding it doss not have a card
in their hand that matches the ealor on the DISCARD pile. If the
playar holds matching numbers or action cards, howswer, this card
may be playad.

| | Spin Cards (20) —Five cards of each color {numbers 1 through &)

' have a swirling pattarn around the NUMBER {like & thumbprint)

- indicating thay are Spin cards. A player may play a Spin card as

they would areqular number card, howsaver, whanever a Spin card
is playad, the next player must spin the wheal. Spinning the

" | wheel takes the place of that player’s turn. {Ses THE UNO

SPIN™WHEEL).

THE UNO SPIN™ WHEEL

If the player preceding you plays a Spin card, you must spin the wheel and follow the
action of the icon indicated by the arrow, as follows:

Almost UNO® — Tha player that spun tha whael
' discards all but 2 cards.

Discard Humber —The player that spun the whesl
chooses anumber in their hand and can discard all
cards of that same number. You can choose to keep
some cards of that number if you do not wish to
discard all of them.

Discard Color — The player that spun the wheel
chooses acolor in their hand and can discard all
cards of that same color. You can choose to kesp
some cards of that color if you do not wish to
discard all of them.



Draw Red = Draw until you pick up arad card (or
Wild card). You must keep all of the cards you have
drawn.

Draw Blue = Draw until you pick up a blus card (or
Wild card). You must keep all of the cards you have
drawn.

Trade Hands - 21l players trade hands, passing to
the laft. If any player recaives a hand with only one
card, that player must yell "UNO" or the 2-card
penalty appliss.

Show Hand = Show your hand to all ather players,
qgiving them an opportunity to sse it, and then
resume normal play.

War —Each player selects the highest number card
of any color in their hand {if they have ong) and
reveals them at the same time. The player with the
highest card gats to discard that card and all othar
players put their cards back in thair hands. If thersis
atie, thetied players face-off with thair naxt highest
card, and the winner discards all the War cards they
playad. Play then continues with the next parson
after the winnar taking their turn {in the currant
diraction of play).

UNO Spin™ = Al players rush to yall "UNO Spin."
The first player toveall it gatsto discard one card of
their choice Play then continues with the next
person aftar the winner taking thair turn (in the
current direction of play).

If the Whael causas you to discard multiple cards, you gat to decids which of your
cards is placad on the top of the DISCARD pile, affacting the next player's turn. Thus,
you can changea the color, number or symbol that is in play.

GOING OUT

Whan you play your second-to-ast card, you must yall "UNO" {meaning "ong").
If wou don't yell "UMO" and another player catches you before the next player plays,
you must draw two cards,

Onece a player has no cards l&ft, the round is over. Points are scored (sae SCORING)
and play starts owver again.

If the last card played in ahand is a Draw Two or Wild Draw Four card, the naxt playesr
musgt drawths 2 or 4 cards respactively. These cards are countad when the points are
totaled. Likewise, if the last card playad is a Spin card, the naxt player must spin the
wheal and that action must be resolved, so that any cards drawn or discardad also
affect the points totalad.

If no player is out of cards by thetima the DRAW pila is deplated, the DISCARD pile is
reshuffled and play continues.
SCORING

Thefirst playar to gat rid of thair cards raceives points for cards left in all of players'
hands as follows:

Al number cards (0-9) .00 Face Value
DrawTwo ... ...................... .. 20Ponts
Reverse ............................20Paints
skip ............................. .. 20Padnts
Wild ... ... ................ 50Points

Wild DrawFour ... 50Paints



WINNING THE GAME

The WINMER is the first player to reach 500 points. Howeawer, an alternative scoring

method is to keap arunning total of the points each player is caught with at the end

of gach hand. When one playar reaches 500 points, the player with the lowest points
is the winnar.

ALTERNATIVE WAYS TO PLAY

At the beginning of & game, plavars may decide on a diffarent point value to play to
{i.e. 250) instead of 500, for longer or shorter gamas. Players may also chooss to
play without keeping score, so that the first player to gat rid of all of thair cards is the
winnear.
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